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I. is a time of great turmoil. The old Republic has been 
torn down by an evil being, once a senator of the Republic 
itself, but now—the Emperor. Powerfully allied with the 
dark side of the Force, Emperor Palpatine sends his armies 
of Star Destroyers, TIE fighters, and Imperial Stormtroop- 
ers to all the worlds of the galaxy. Dissent is crushed. 
Peaceful beings are enslaved. And hope is fading. 
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Introduction 





THE STORY 


A few brave souls dare to defy the Emperor. With the 
stolen plans of the Death Star, Princess Leia of Alderaan, 
once a young senator herself, flies in a desperate attempt 
to deliver these plans to the Rebel forces. But her ship is 
attacked by a Star Destroyer under the command of the 
fearsome Darth Vader, Lord of the Sith. 
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The Rebel craft is quickly overrun. Princess Leia barely manages to 
get R2-D2 and C-3PO into the shuttle before she’s captured. 
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Leia manages to convey her message hidden in an R2 utility 
droid called R2-D2. Along with the protocol droid, C-3PO, R2 
escapes to the desert planet Tatooine where both droids are cap- 
tured by the scavenging Jawas and added to the collection of 
junk aboard their massive Sandcrawler. 

As luck would have it — if, indeed, luck had anything to do 
with it—a boy named Luke Skywalker dreams of other places 
and other adventures. A series of events leads the two droids into 
the service of Luke and his uncle. But R2 acts strangely and runs 
off, leading Luke to the hermit, old Ben Kenobi. 

Old Ben Kenobi turns out to be Obi-Wan Kenobi, a famous 
general and Jedi knight of times past. He tells Luke about his 
father, another great Jedi, and gives Luke his father’s Light- 
saber —a powerful weapon used only by the Jedi. 





The Emperor 
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When R2 delivers the message from the princess, Obi-Wan 
guides Luke to the town of Mos Eisley where the adventurers 
meet up with Han Solo, an independent privateer, and his co- 
pilot, Chewbacca the Wookiee. 

What follows is a great adventure in which Luke, Obi-Wan, 
Han, Chewie, Leia, R2-D2, and C-3PO join the fight against the 
Empire and its powerful planet-sized weapon, the Death Star. 





~ met ~— Introduction 7 


= = 
1492 Ac 





THE GAME 


You must play Luke, Han, and Chewbacca as you make your 
way from Tatooine to the Death Star itself; and from there to the 
Rebel base at Yavin. It will take all your skill and determination to 
save the galaxy from the Empire’s evil plans. 

You'll begin as Luke Skywalker crossing the Tatooine desert 
on foot. You'll fight your way past giant scorpions, Sandworms, 
WompRats, and other strange creatures. Finally, you'll drive your 
landspeeder to the Jawas’ giant Sandcrawler where you'll rescue 
R2-D2. 

From the Sandcrawler, you'll head for Mos Eisley where 
you'll visit the Cantina and meet Han and Chewbacca. From 
there, you'll head for the hangar where Han’s ship, the 
Millennium Falcon, is berthed. Outrunning the Imperial Star 
Destroyers, you'll hyperspace to the Death Star, where you will 
rescue Princess Leia and escape to Yavin Base. From there you'll 
launch an attack on the Death Star, finding its only weakness. 
Before you’re finished, though, you'll have to face Darth Vader 
himself, in his modified TIE fighter. 
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THE CONTROLS 


Control Pad 


iz 


Select Start B 





Side-View Levels 


Your heroes, Luke Skywalker, Han Solo, and Chewbacca the 
Wookiee are very easy to control. Press the Control Pad (con- 
troller) in the direction you want to move. Press the Control 
Pad and the Y button in the direction you want to fire your 
Blaster or Lightsaber. Hold the Fire button down and press the 
Control Pad to shoot in eight directions. 


Single-Button Options 

Start Button: Press to enter your choice from the option 
screen. Press to pause or unpause during the game. 

Select Button: Press to change weapon. 


Control Pad: Press to move your hero and aim your shooting 
direction. 


Y Button: Press to shoot. Hold down for rapid fire. 
A Button: Press to change weapons. 
B Button: Press to jump. 
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X Button: Press to activate Thermal Detonators (if available). 
L Button: Press to look down. 
R Button: Press to look up. 


Special Button Combinations 

Up and B Button: Press Control Pad Up and B button to acti- 
vate Superjump. 

Diagonal Down and B Button: Press Control Pad Diagonal 
Down and B button to slide in the appropriate direction. 


Down and B Button: Press Control Pad Down and B button 
to drop down to lower platforms. 


Hold Y Button and Control Pad: Hold Y Button and use the 
Control Pad to shoot in eight different directions. 


First-Person Levels 


When you are controlling a special vehicle, such as the land- 
speeder or the X-wing Starfighter, use these buttons to control 
the vehicle: 

Start Button: Press to pause or begin during the game. 
Select Button: Press to pause or begin during the game. 


Control Pad: Press to move your vehicle in the appropriate 
direction. 


Y Button: Press to shoot. Hold down for rapid fire. 
L Button: Press to fire left proton torpedo (X-wing only). 
R Button: Press to fire right proton torpedo (X-wing only). 


RI 
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BASIC ITEMS 


The Plasma Shield protects you from damage for a 
short time. You'll find Plasma Shields sometimes & 


when you defeat an enemy. 


Small Hearts add a little to your health bar. QS 


Big Hearts add more to your health bar than 
Small Hearts. 


There are several levels of power for your Blaster. 
Pick up Blaster Power-Ups to change Blaster 
power levels. Blaster powers are Laser, Flame, 
Proton Seeker, Rapid Ion, and Plasma Wave (the 
most powerful). 


The Thermal Detonator will destroy weak enemies 

and most other destructible items on the screen. eS 
They don’t last long, though, so use a Thermal 

Detonator soon after you get it. 


Extra Life a 


ei 
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for each enemy defeated. For every 50,000 points 


The Point Bonus multiplies the points you score & 
you score, you earn an Extra Life. 
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The Health Sword 
lengthens your health 
bar. Use Hearts to 
power it up. 


Pick up the 
Time Bonus to 
gain extra time 

in the current 
level. 





Tatooine . 











Avtone in the desert, Luke heads back to his landspeeder. 
He must fight his way past giant scorpions, hordes of 
WompRats, and the occasional Sandworm. Luke is armed 
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with a Blaster, which can be charged to stronger and more 
effective levels. The big challenges for Luke in the Dune 
Sea are to stay alive and to charge up his Blaster. 
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THE DUNE SEA 


The Tatooine desert is no place to wander alone. Even as expe- 
rienced as Luke is, this is a dangerous place. Get to the land- 
speeder as fast as you can. 


Enemies 





ap 


Scorpions Giant Scorpions Mynocks 





WompRats Sandworms 
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Boss 








Sarlacc Pit Monster 


Tips 





* Shoot everything. 
* Stay healthy. 
* Keep moving. 


* Power up that Blaster. Tj 





Once you kill 
10 scorpions, 
you'll get a 
secret Blaster 
Power-Up! 


TT 





Wait! Before you 
go anywhere, 
stand at the first 
rock and blast 
away. 





ORE i 
aT Level 1__ The Dune Sea 19 





Shoot the Mynocks that 
fly above you. If you don’t 
want to get hit, duck. 
Mynocks won’t fly too 
close to the ground. 

Don’t get caught in 
the quicksand. Jump 
across it, but watch out 
for the scorpions! 





. Wer 






There sure are a 
lot of scorpions 
around here. 
And if you wait 
too long in one 
spot, they'll sur- 
round you. 
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Shoot the giant scorpi- 
ons and they'll turn 
into two smaller crea- 
tures. Watch out for 
the long pincers on the 
giant variety, though. 





At the top of the first hill, 
stand and shoot straight up to 
reveal a large Heart. 
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When you come to the first 
WompRats, run as fast as 
you can to the right ... 


MYNOCKS 


Mynocks ae manta-like creatures that originally evolved 
in outer space, feeding off solar radiation. These silicon- 
based life forms are still found in asteroid fields and 


other locations throughout the galaxy, but a variant may 
have settled on planetary surfaces. How else can we 
explain the numerous Mynocks that attack Luke in the 
Dune Sea? 





22 TatooineI _ —_—..~- 





When you come to another Blaster Power-Up, grab it, 
then stand under the rock to the left. Shoot all 
64 WompRats to collect another Blaster 


: Power-Up. You should now have the 
Rapid Ion Blaster. 


WOMPRATS 


WompRats are small rodents that live in the Tatooine 
desert. Luke Skywalker credits his skill at the helm of an 


X-wing to the hours he spent shooting at WompRats 
from a fast-moving T-16 Skyhopper. 
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To defeat the Sandworm, 
just stand and blast away! 





SANDWORMS 


Sandworms are rare creatures, found burrowed deep in 
their holes in the desert sand. They are favorite food of 
the Krayt Dragon, which perhaps explains their increas- 
ing rarity. 
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Keep running and 
fighting your way to 
the right. Watch out 
for more giant scor- 
pions on the way up 
the big sand dunes. 














Toward the end 
of the Dune Sea, 
you'll come to a 
Sandworm 
among the rocks, 
then another 
quicksand pit. 





Be careful when 
coming out of the 
quicksand. Shoot 
the giant scorpi- 
ons as quickly as 
possible. 
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LUKE SKYWALKER 


Luke Skywalker lives a rural 
life on the backwater planet 
Tatooine until galactic 
events begin to center 
around him. After his 
aunt and uncle are 
killed by Imperial 
Stormtroopers, Luke 
becomes embroiled in 
a secret plot to smug- 
gle the plans for the 
Imperial Death Star to 
the leaders of the Rebel 
Alliance. With C-3PO, 
R2-D2, Obi-Wan Kenobi, 
Han Solo, and Chewbacca 
the Wookiee, he sets off to 
rescue Princess Leia from impris- 
onment on the Death Star. He then enlists in the Rebel 
Fleet. His Death Star trench run in the X-wing fighter 
makes him a legend. 
It is said that Luke Skywalker’s father was a famous 
Jedi knight and that Luke has a strong connection with the 
mysterious power called the Force. After the Battle of 
Yavin, Luke’s name appears high on the Empire’s most- 
wanted list. 








When you get to the next quicksand pit, jump into the middle to 
awaken the Sarlacc Pit Monster. Then jump back to the left 
edge of the pit and get ready to fire! 





The monster will stick its tentacle out of the quicksand, then it 
will emerge. Shoot it quickly with the Blaster. If you still have 
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the Rapid Ion power, you'll make short work of this creature. 

Remember, you can shoot the rocks the monster throws at 
you. Just keep your finger jammed on the trigger and the Sarlacc 
creature will soon be a slime ball. 


SARLACC PIT MONSTER 


The Sarlacc Pit Monster in 
Super Star Wars is a 
smaller cousin of the 
giant pit monster 
found later in 
Return of the Jedi. 
Luke shouldn't 
have much trouble 
with it. 





Sale 








Luke speeds to the Jawa Sandcrawler to meet his uncle. 
They are shopping for new droids. Better hurry, though. 
You don’t want to get in trouble. As if you had any other 
choice! 
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Level 2 


Landspeeder 
Level 1 
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LANDSPEEDER, LEVEL 1 


To reach the Sandcrawler, Luke needs to shoot 10 Jawas on 
their hovercraft. 


Enemies 





Jawas WompRats 


Tips 





* The easiest way to play this level is to hang back and wait 
for the Jawas to come to you. 


* Don’t use your jets and you won’t run out of fuel. 
* Don’t let the Jawas get behind you. 
* Avoid rocks and damaged areas. 


* When you shoot the tenth Jawa, check your fuel, then push 
Down on the controller and hold down the B button. Head 
for the Sandcrawler and don’t stop. 


* If you need fuel, shoot the towers. 
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The easiest (and safest) way to get to the 
Sandcrawler is to stay in one place. 





it works. Wait for the Jawas to ride up toward you. 
But don’t let them sneak up behind you!. Remember, 
you can fly backwards, too. 


Each Jawa you 

shoot leaves behind 
a Big Heart. If your 
health gets low, col- 
lect the Big Hearts. 





ve 








If you don’t fly around aimlessly, you shouldn’t run 
out of fuel, but if you need fuel, shoot a tower. 





Look out for the dark areas of the desert. They will 
cause damage to you and your landspeeder. 
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As you shoot more Jawas, the 
Sandcrawler will get closer. 


= 


Finally, when you've shot 10 Jawas, you can 
take off. Fire up the jets and push Down on 
the controller and press the B button to fly over 
all obstacles and straight to the Sandcrawler. Be 
sure you have plenty of fuel, though. 
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JAWAS 


Jawas are about the size of Ewoks, but their rodent like 
features are rarely seen. About all anyone regularly sees of 
a Jawa are its eyes, which glow in the darkness of its 
hood. 

Jawas travel the vast deserts of Tatooine in massive 
vehicles called Sandcrawlers. These Sandcrawlers are vir- 
tual cities for the Jawa, and they rarely travel far from the 
safety of these huge vehicles unless they’re in an urban 
environment like the spaceport at Mos Eisley. 

Jawas collect old discarded machinery and repair it 
with questionable, but effective, methods. Though they 
specialize in repairing and selling high-tech junk, many a 
moisture farmer has learned to lock up equipment when 
it’s not in use because the Jawas don’t always worry about 
where they get their inventory. 

Jawas have taken to wearing hooded robes, partly to 
protect them from the harsh rays of the twin Tatooine 
suns. They are very shy and somewhat cowardly, but will 
fire Blasters if-cornered. Generally, however, they prefer to 
hide from trouble. 

Jawas are shrewd business beings and negotiate by 
committee, speaking a pidgin form of their native lan- 
guage with outsiders, but discussing negotiations among 
themselves in a language that few outsiders can under- 
stand. 

Jawas show no political favoritism, and will trade with 
any being who has credits to spend. 
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R2-D2 and C-3PO are trapped in the Sandcrawler. The 
Jawas have them. In the movie, Luke’s uncle buys them 
from the Jawas, but this isn’t the movies. You'll just have to 
do it yourself. 

First, you have to find your way inside. 
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Level 3 


Outside 
the 
Sandcrawler 
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OUTSIDE THE SANDCRAWLER 


In Star Wars: A New Hope, Luke and his uncle simply purchase 
R2-D2 and C-3PO from the Jawas. It takes a bit of negotiation 
to haggle with the Jawas, but it’s got to be easier than jumping 
up to the top of the massive Sandcrawler! 

Get to the top to find the entrance to the Sandcrawler. From 
there, you can go rescue R2. 


Enemies 
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Jawas Eyeball Droids 
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Port Guns Gun Turrets 
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Tips 





¢ Shoot all the guns and hatches as quickly as you can. Some 
doors emit Eyeball Droids. Some Port Guns may leave you 
Big Hearts. The rest just try to shoot you down. 

e Be sure to master the Superjump. You'll need it here. 

¢ Be aware that doors and Fire Vents are self-repairing. If you 
move off screen and back again, they may be back in 
operation. 

e Slide across the top of the Sandcrawler to avoid the 
retracting Gun Turrets. 
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Shoot the Jawas to get 


a “ 3s extra items. 








As you approach the 
Sandcrawler, shoot 
the doors, Fire Vents, 
and guns immediately. 











Watch out for the 
Eyeball Droids. If 
you don’t 

shoot 

quickly 

enough, 








they'll come out 
to harrass you. 
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ES3ns Bonus: 


When you get to the middle 
of the ‘crawler, jump onto 
the platforms. 








Shoot the circular Gun 
Port. Jump or use your 
diagonal shot to get it. 





LE SCORE: TIME 
x03 oon7s090 Bilas 


BLASTER BOKERUP! 


ate 
Jump onto the tread to the left *2 

and shoot the Jawa on the plat- : 

form to get a Blaster Power-Up. : 
If you had the Rapid Ion, you'll 


now have the Plasma Blaster— 
the most powerful of all! 
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Shoot straight up at the far left to find a secret Big Heart. 


. 


Keep shooting the Gun Ports 
and jumping from platform to 
platform. Head back to the 

right on the middle platforms. 
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Find a Big Heart 
after you shoot the 
circular Gun Port. 





Head back to the left on 
the upper platforms and 

you'll come to the top, 
upper-left corner of the 
Sandcrawler. Look for a 
hidden Big Heart there! 





Shoot straight up here for another 
Big Heart. - 





... but it’s easier to slide under them! 
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When you get to 
the hole in the 
upper-right corner, 
shoot above the 
hatch to get the 1- 
Up and the Blaster 


| Power-Up. ya 








Then follow the arrow and jump into the 
hatch, and you’re done—for now! 








Now you're inside the Sandcrawler. Better find R2-D2 
fast. This doesn’t seem to be a friendly place. In fact, there 
are all kinds of dangers. But don’t let that stop you. Keep 
your eyes open for extra Power-Up items. There will be 
plenty of them. 
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| Sandcrawler 
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INSIDE THE SANDCRAWLER 


A Sandcrawler is the ultimate mobile home—a city on treads 
that carries the Jawas safely across the Tatooine desert. Who 
knows what you'll find inside one of these monstrosities? You're 
about to find out! 


Enemies 





a ‘a 


Jawas Fire Vents Laser Ports 


» 


Ion Ceiling Guns D 


Hydraulic Presses 


] oy Slider Guns 


Proximity 
Barriers 








Box Droids 
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Boss 





Mini-Boss 








Lava Beast Jawenko 


Spitapillar 


Tips 





e If you can’t get by a Proximity Barrier, walk away from it, 
then slide through it from a little distance away. 

¢ To get by the Jawa Presses, crouch next to each one and 
slide when it goes up. 

e Shoot everything. Some Blaster types will bounce off the 
walls and ceiling. Use the bounce to your advantage. 
Shoot the Laser Ports and the Fire Vents. 


¢ Don’t miss the secret Bonus Room! 
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Inside the Sandcrawler 
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If you need to open a 
door, just shoot it! 


Some Blaster shots bounce 
inside the Sandcrawler. 


Get a Blaster 
Power-Up in the 
small area to the 


right. - 
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Drop down here. There’s 
no place else to go. 





You can get this 
Big Heart by 
Superjumping. 
Try jumping from 
different positions 
if you don’t get it 
the first time. 





dump over the coils. 
They'll damage you 
if you fall on them. 
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Don’t get flame- 
broiled. Shoot 
the gas jets! 


Shoot the Slider 


... then ride across 
on their platforms. 
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Jump over their 
shots. 












Get ready for a 
surprise here. 





Superjump across to the left and you'll enter a secret doorway. 
Run to the left to find a room full of goodies. But wait! There’s 
more! Shoot straight into the air to find a hidden 1-Up. 
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R2-D2 















Astromech droids, such as the sturdy and versatile K2 units 
from Industrial Automaton help maintain and repair star- 
ships. They can plug directly into the central computer to 
help analyze problems and solve them. Astromechs also 
function as outboard computer/operator/pilot enhancement 
modules in many single-seat starfighters such as the X-wing. 
They can also be programmed for up to 10 hyperspace 
jumps. 

Some R2 units may be equipped with a 
veritable arsenal of tools and extra capabili- 
ties. Some have holo recorder/projectors 
built in. They may also carry such diverse 
systems as welding units, electro-shock 
prods, saws and laser cutters, spotlights, 
and special grabbers. 

Astromechs are more 
than just machines, how- 
ever. They often show a 
remarkable degree 
of personality and 
loyalty, especially 
when they are not 
subjected to regular 
memory _ wipes. 
Whether these per- 
sonality traits are 
considered positive 
or negative is a 
matter of conjec- 
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ture, but if treated respectfully, Astromechs tend to develop a 
helpful personality. If mistreated, they may go rogue, to the 
regret of their owners. 


C-3PO 


Admittedly, some Protocol droids can be more than a little 
irritating, but their capabilities can be extensive. If properly 
programmed, they can speak and translate instantly up to 
seven million languages. They can be fitted with a variety of 
added modules, but are generally unsuited for tasks other 
than general protocol and communications. 

Even more than Astromechs, 
Protocol droids can develop 
extensive personalities when 
their memories are left intact 
for a long period. Some 
demonstrate startling insights 
and begin to offer very defi- 
nite opinions not contained in 
their original programming. 
There are scientists who sin- 
cerely believe that these droids are 
capable of full sentience and that regu- 
lar mind-wiping is a criminal act. 

C-3PO is a Protocol droid whose loyalty to “Master 
Luke” is unquestioned, and, though he does tend to prattle 
on a bit, Threepio deserves the gratitude and respect of the 
Rebel Alliance for the role he plays in the events that follow. 
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To get by the Proximity 
Barriers, crouch down next 
to the doorway and slide. If 
you walk too close to the 
sensors, the Proximity 
Barrier will activate. 








Get ready to jump Shoot the big Ion Celing Guns to gain 


off this platform to Big Hearts. Whenever you can, avoid 
the right, before you standing on the conveyor belts. Stand 


fall into the coils. on the steps and fire at an angle. 
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In this next section, jump and ride up the gap. Shoot the 
Jawas and the Flame Throwers in the walls. When you 
reach the top, slide under each Hydraulic Press, then ride 
down the platform and shoot the big Gun at the bottom. 
Stay on the far left going down the platform to avoid tak- 
ing damage. 





After you shoot the Gun, jump across, but be careful. The 
wide platform will fall when you land on it. 
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When you drop down into the monster’s lair, walk to 

the left, then quickly run back to the right and crouch 

at the back of the raised platform. You're safe from 

the Spitapillar’s fireballs, though you will still need to 

jump the laser arrows it shoots when it stands upright. 
When you defeat the Spitapillar, you'll get a Big Heart 

and a Blaster Power-Up. But there’s more to come! - 


af 


The next room is the 
reward room. Or, you 
might think of it as a 
preparation room because 
you're about to enter the 
lair of the Lava Beast! 








In the lair of the Lava Beast, one touch of the 
lava is instant death! 
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Don’t Superjump here! Use your 
regular jump so you don’t hit the 
ceiling and fall into the deadly lava. 
Also, be careful to time your 
jumps to avoid the fire spouts. They 
can easily push you into the lava. 











Jump across the 
gaps, crouch right 
next to the Lava 
Beast, and blast 
away. This is the 
safest position. 





Be careful you don’t get driven 
back into the lava. Just keep 
blasting. Of course, it helps to 
have a powered-up Blaster. 





After you beat Jawenko, you still 
have to be careful. Jump over the 
lava to the right and avoid the 
jumping Lava Worms. You'll soon 
find R2. 














Fittowing the runaway droid, R2-D2, Luke finds himself 
deep in the rugged territory of the dreaded Sandpeople. 
Also known as the Tusken Raiders, these anti-social crea- 
tures don’t take kindly to strangers. 

Find Obi-Wan Kenobi before the Sandpeople skewer 
you with their Gaffi Sticks! 
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68 Tatooine I ——_~ 


TT 


LAND OF THE SANDPEOPLE 


Luke has followed R2-D2 into the dangerous land of the Sand- 
people. These stealthy desert dwellers can easily sneak up on 
and ambush an unsuspecting traveler. 

Get Luke safely through the cliffs and rocky gorges of this 
rugged area and you'll finally encounter Obi-Wan Kenobi. 


Enemies 








Drogs Mynocks 





Jawas Sandworms WompRats 


Sandpeople 
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Tips 





¢ Look in caverns for 1-Ups and Big 
Hearts. 


¢ Keep firing. Shoot before you get shot. 
¢ Shoot down the stalactites before they 


fall from the ceiling and hit you. a 


e You can often fight the 
Sandpeople to charge up on 


items like Health Swords, 
Point Bonuses, and Shields. & 
e Jump carefully across the 

rocky gorges. When you 

reach the end of the gorge, make sure the 


enemies awaiting you don’t knock you off 
the last rock. 


e There are numerous secrets in this section. 
Read the pages that follow if you need help finding them. 
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Drogs leave behind a sticky 
goop. Don’t get stuck in it! 


Nye me 
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After you pass the first falling 
rock bridge, you'll find a Big 
Heart hidden among the cliffs. 
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SANDPEOPLE 


Tusken Raiders (also known 
as Sandpeople) cover 
themselves completely 

in swaths of cloth. 
They wear special 
binocular eyepieces 
and simple breath- 
ing apparatus. For 
that reason, few peo- 
ple have ever seen 
what one really looks 
like, but reports from 
Tatooine indicate that they are 
very humanoid, with flat noses, high, domed heads, and 
lizard-like ear holes. 
The Sandpeople of Tatooine shun all outsiders. They live 
a nomadic life in the harsh deserts of that planet and rarely, if 
ever, interact with other races except to attack. They are 
known as fierce warriors and cunning trackers. About the 
only thing more dangerous in the Tatooine desert than 
Sandpeople is the fabled Krayt Dragon. The Sandpeople’s 
favorite weapon is the Gaffi Stick. Also called a Gaderffii, it 
is a sort of combination double-edged ax and pike. Faced with 
superior forces, Blasters, or particularly strong opposition, 
they will usually run, melting into the desert without a trace. 
Despite their fierce and distant posture toward outsiders, 
there have been some reports that the Sandpeople are 
intensely loyal to each other and form close bonds within 
their groups. Their language remains a mystery, so no appro- 
priate means exists to study them further. Needless to say, 
they care nothing for the Empire or the Rebellion. 
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After the second 
bridge, there’s a 
Blaster Power-Up. 








Look out, Luke. 
Those boulders 
can hurt. Shoot 


F them or stay out 
of the way. 


ye F 





Underground, you'll find some Big Hearts. Sometimes you 
have to shoot into empty spaces to reveal them, though. 
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Shoot other places 
and you might find 
an Extra Life. 


r 1 








Be careful not to 
slide down into the 
Sandworm’s pit. 


Here’s another Big Heart ... and another below it. 
on a high ledge ... 


Jump carefully from rock 
to rock. Some of them 
will fall when you touch 
them. Shoot the Tusken 
Raider on the other side 
and then shoot up in the 
air to find three Big 
Hearts. Jump carefully 

to get them, though. 
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Jump up on the high 
Shoot the stalactites from an platform rocks to find 
angle to make them fall. another Big Heart. 





Then shoot the 
Sandworm to 
find another 
Blaster 
Power-Up. 
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Down below where you got the Blaster Power-Up, there’s a 
cavern. Jump into it quickly to score five Small Hearts that 
are just floating up from the floor. Then shoot in the air to 
find a 1-Up. Pretty good. But there’s much more to come ... 


OBI-WAN KENOBI 


Obi-Wan Kenobi was one of the 
great leaders of the Clone Wars. 
A powerful Jedi knight, he had 
dropped out of sight and 
many believed that he, like 
most of the other Jedi, had 
been killed by the Emperor’s 
minion, Darth Vader, or one 
of his many assassins. 
However, Obi-Wan has taken 
the identity of Ben Kenobi, a 
hermit who lives in the deserts of 
Tatooine. Princess Leia, one of the 
few people who knew Ben Kenobi’s true 
identity, sent a message to him hidden in the memory 
of the utility droid, R2-D2. While attempting to deliver 
its message, R2-D2 leads Luke to Obi-Wan. 
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Just before you 
reach the next 
ledge, you can find 
four Big Hearts by 
shooting in the air. 

















Here’s a big trick! When you 
get to the next set of floating 
rocks, drop down from the 
edge of the cliff and push to 
the left. When you land, you'll 
enter a cavern where there are 
seven (count ’em) Extra Lives. 
Gather all seven, then jump 
off the cliff and sacrifice one. 
You're still six ahead! You can 
keep doing this trick until you 
collect 99 Lives—the 
maximum you can have! 
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_| As you cross the floating 
rocks, shoot straight up to 
destroy the Mynocks 
before they bump you off 
the rocks. It’s a long fall! 


Across the rocks, 
Obi-Wan Kenobi 
awaits you. He’s 
got a lot to tell you. 
He also gives you 
your father’s Jedi 
Lightsaber! 











Now Luke has his father’s Lightsaber, a whole lot of new 
ideas, and there’s even a princess who needs help. Luke 
dreams of becoming a Jedi like his father. But first, he’s got 
to get back to his landspeeder before the Sandpeople 
return. 
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Land 
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LAND OF THE BANTHAS 


After you meet Obi-Wan Kenobi, you still have to get back to the 
landspeeder. But now you have the Lightsaber. A fully powered 
Blaster is still a pretty nifty weapon, but the Lightsaber is much 
better than a low-power Blaster. 

Get past the Banthas and lots more Sandpeople to find your 
landspeeder. 





Enemies 
Banthas Sandpeople Jawas 
Boss 





Mutant WompRat 
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Tips 





¢ Try not to move too fast in the Bantha area. There are 
four Banthas in all. 
e If you have the Plasma Blaster, you can destroy the 
Bantha without even getting close. 
¢ If you have any other Blaster, you may want to try out 
your new Lightsaber. It will make short work of a Bantha. 
¢ When a Bantha dies, it explodes like a 
Thermal Detonator, wiping out everything : 
on the screen and leaving lots of Small 
Hearts and sometimes other items. 
¢ Speaking of Thermal Detonators, you can 
fight the Sandpeople between Banthas. If 
you get a Thermal Detonator and/or a &® 
Shield, run for the next Bantha and use 
them. 
¢ Don’t get careless and let the Sandpeople sneak up on 
you. Watch your back! 


84 Tatooine I = ae 





teatime Gi 


et cant 5 Land of Banthas 85 








86 Tatooine I - _—,~- 











Luke’s Lightsaber is a pretty good weapon against the 
gigantic Banthas. But a Plasma Blaster is even better, 
if you have one. 















Keep going to the right, 
over a falling bridge, and 
eventually to a sheer cliff. 
Even though there seems 
to be no place to go, 
jump off the edge. Then 
head to the left. You can’t 
go to the right. 
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BANTHAS 


Banthas are huge four-legged creatures easily domesti- 
cated by humanoids. Two great spiral horns grow from 
the heads of the male Bantha and they are covered 
with a shaggy coat of fur. Generally mild mannered, 
these great beasts have been used for just about every- 
thing from transportation to war. The dreaded and soli- 
tary Tusken Raiders, or Sandpeople, of Tatooine use 
Banthas as beasts of burden. 
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Keep your eyes open for more Big Hearts. When you find the 
one on the right, don’t bother trying to jump across the gap to 
the left. Just drop down after collecting the Heart. 


After dropping from the 
ledge, run to the left to 
find two hidden Big 
Hearts. Shoot to reveal 
them. Then run back to 
the right to meet the 


Mutant WompRat! eo 


THE MUTANT WOMPRAT 





The Mutant WompRat is thought to be the result of 
some kind of radiation testing carried out on a secret 


Imperial Base. This giant creature escaped the labora- 
tories and has been terrorizing the Sandpeople for 
months. Luke encounters this creature deep in a cave, 
where, hopefully, he can rid Tatooine of at least one 
more dangerous creature. 
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To defeat the Mutant WompRat, you have to 
jump up and fire. Only a Plasma Blaster can 
damage the Mutant from below. Keep jumping 
and pushing it back. 
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Watch out for the WompRat’s tail attack. Try to 
keep driving it backward. And don’t ignore the little 


WompRats that appear. Shoot them before they 
can damage you. 

















Atter Luke meets with Obi-Wan Kenobi, he learns for the 
first time about the Princess. But when word comes about 
an Imperial attack on his uncle’s place, Luke speeds off. 
Heartsick after witnessing the destruction of his home, 
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Level 6 


Landspeeder 
to Mos Eisley 








Luke realizes that there is nothing left for him on Tatooine. 
He agrees to go with Obi-Wan to find Princess Leia. With 
his companions, Obi-Wan, R2-D2, and C-3PO, he heads 
for the spaceport, Mos Eisley. 
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TATOOINE II 


You've got to get through the desert and into Mos Eisley. Get 
past the Jawas on their speeders without crashing into the rocks 
or driving on the damage areas. This should look familiar. It’s the 
same as Level 2, but you have to get past 20 Jawas this time. 


Enemies 





—_ 
Jawas WompRats 





¢ The easiest way to play this level is to hang back and wait 
for the Jawas to come to you. 


e Don’t use your jets and you won't run out of fuel. 
¢ Don’t let the Jawas get behind you. 
e Avoid rocks and damage areas. 


¢ When you shoot the twentieth Jawa, check your fuel, 
then push Down on the controller and hold down the 
B button. Head for Mos Eisley and don’t stop. 


e If you need fuel, shoot the towers. 


~— ee 


If you could make it through Level 2, you should 
have no trouble here. Just defeat 20 Jawas instead 
of 10 and then head for Mos Eisley, the spaceport 
on Tatooine. 











I, Mos Eisley, the heroes encounter Imperial Stormtroop- 
ers who block their way. In the movie, Obi-Wan Kenobi 
uses the Force to convince the Imperial troops to leave 
them alone. However, in the game, you'll have to blow 
them away. 


96 


Level 7 


Mos 
Eisley 





Look under the rocks to find special items. Look out for 
Stormtroopers, guided missile launchers, thorn bushes, and 
an assortment of other dangers. 
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MOS EISLEY 


Once you get to Mos Eisley, you have to get past the Imperial 
Stormtroopers. Obi-Wan can just use the Force to make them let 
you pass, but you'll need to use something a bit more explosive. 

Once you get through the level, you’ll meet Chewbacca. 
He'll guide you to the Cantina. 





Enemies 

LY ie | 
Stormtroopers Tripod Gunners Jdawas 
Tips 





¢ Charge up on Health and other items by shooting the 
Troopers. There seems to be an endless supply. 


¢ Shoot the containers and barrels to reveal special items. 
Use a Thermal Detonator to clear a screen of bad guys 
and everything else. 

e Ride on the rolling barrels to get over the thorn bushes. 

But be careful that a Trooper doesn’t blast it out from 

under you. 

Use Thermal Detonators on the Tripod Gunners. They 

shoot guided missiles, and you don’t want to eat too 

many of them! 
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Then move to 
the right and find 
a Big Heart 
under the fourth 
set of containers. 








You can charge up 
at the beginning of 
this level by fighting 
the Stormtroopers. 
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Shoot the trooper on 
the ledge to obtain a 
Blaster Power-Up. 
Under the rocks 
above you'll find a 
Shield. In the screen 
map above, Luke is 
riding a barrel over 
the thorn bushes. Be 
careful the Storm- 
trooper doesn’t blow 
it up, though. 
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IMPERIAL STORMTROOPERS 


The Imperial Stormtrooper is generally a formidable 
opponent. His white-and-black armor suit affords some 
limited protection from blasters as well as life support in 
almost any environment. In addition to some very pow- 
erful personal weapons, standard Stormtrooper equip- 
ment includes a survival kit with concentrated rations, 
emergency batteries, and a spare comm link. Beneath 
the ceramic armor, each Stormtrooper wears a black 
two-piece body glove with built-in temperature control. 

Although Stormtroopers are fanatically loyal to the 
Emperor and cannot be bribed, they are not generally 
of very high intelligence and can be easily manipulated 
by one who is strong in the Force. And even a 
Stormtrooper will fall when faced with a powered-up 
Blaster or a Jedi Lightsaber! 
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A Thermal 
Detonator can 
clear the screen 
of just about 
everything. This 
one reveals 
another Blaster 
Power-Up. 
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Here another Thermal Detonator reveals 
two Big Hearts, one above the other. 
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Here, you can 
score a Big 
Heart, a Blaster 
Power-Up, anda 
Thermal 
Detonator. 
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Break the con- 
tainers on top 

of the big plat- 
form after the 

wall ... 




















... and find another 
Blaster Power-Up. 


kal 
at 
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There’s a Big 
Heart under the 
containers on 
the wall. Shoot 
the large barrel 
to reveal it. 
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DEWBACK 


Dewbacks are lizardlike creatures that stand up to two 
meters at the shoulder. Powerful, agile, and quick, 
Dewbacks have been domesticated by the Stormtroop- 
ers on Tatooine. Riding a Dewback allows the troopers 
to patrol the desert and the cliffs of Tatooine, while 
retaining some superiority over the more plodding 
Banthas ridden by the Sandpeople. 





For the next few screens, there aren’t many hidden 
items. Look for some Thermal Detonators. Basically, 
just try to survive! eS 
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There’s one last Big Heart 
before you get to the end. 











Finally, you reach Chewbacca. He'll lead you 
to the Cantina where Han is waiting. 
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CHEWBACCA 


Chewbacca is a Wookiee, a native to the planet 
Kashyyyk. Wookiees are very big (standing 2.28 
meters and weighing over 200 pounds) and very 
strong as well. Though adept with weapons, an angry 
Wookiee may just as 
well tear his oppo- 
nent limb from limb 
as shoot him. Like all 
Wookiees, 
Chewbacca is a 
formidable fighter and 
a loyal companion. In 
fact, a Wookiee is 
one of the most loyal 
creatures in the 
galaxy, and once he 
has chosen you for a 
friend, that choice 
lasts a lifetime. 
Chewbacca’s 
weapon of choice is 
the powerful Bow- 
caster, though he is also quite capable of wielding a 
Blaster or just about any other weapon. But, despite 
his reputation for violence, Chewbacca is a mild-man- 
nered Wookiee who only fights to protect himself or 
his friends. 











The Cantina in Mos Eisley is the gathering place for some 
of the most notorious and infamous characters in the 
sector. It is here that Obi-Wan leads Luke in search of a 
pilot with a taste for adventure and a distaste for the 
Empire’s rules and regulation. 
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Level 8 


Cantina 
Fight 








Some of the alien crowd at the Mos Eisley Cantina 
don’t appreciate young humans like Luke. A fight erupts 
that you'll have to finish. You'll have to fight a strange 
assortment of creatures before you finally meet the dreaded 
Kalhar monster. If you can defeat the Kalhar Monster, you'll 
find Han Solo and arrange passage off Tatooine. 
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THE CANTINA FIGHT 


The goal is simply to get through the Cantina alive. It seems that 
some of the locals want to see that you don’t make it. Use 
Chewbacca for his longer health bar and powerful Blaster. 


Enemies 





Sivrak Breedo Greedo 





Labria Ponda Boba 
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Garindan 
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Saath 


Boss 





Kalhar Boss Monster 


Tips 





¢ Don’t try to move too fast. Clear the screen of enemies 
before advancing. Otherwise you may find yourself 
surrounded by even more enemies! 

¢ Try to shoot Sivrak before he begins to spin. If he spins, 
you can’t hurt him until he stops. Jump over the spinning 
Sivrak and blast him when he stops. 

e Don’t let Ponda Boba get too close. Shoot him from a 
distance and he won’t bounce all over you. 

¢ Move slowly when you approach Labria and Garindan. 
They won’t jump out until you get right next to them. Go 
slowly and take them on one at a time. Labria leaves Big 
Hearts. 
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CANTINA FIGHT 


x02 CHEHIE READY 





There are lots of Greedos and Breedos 
around at the beginning. 








But when you fight Sivrak, you'll find a Blaster Power-Up. 


SIVRAK 


Sivrak lives in Mos Eisley now, but he is most likely a 


Shitavanen Wolfman from the planet Uvena. The Wolfmen 
of Uvena are widely thought to be the best scouts in the 
galaxy, and Sivrak’s notched Blaster Rifle is testimony to 
the fact that he has seen a lot of action in his life. 
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PONDA BOBA 


Ponda Boba is a career pirate of a species called 
Aqualish. He has teamed up with the notorious Dr. 
Evazan (the ugly man who boasts to Luke, “I’ve got the 
death sentence on 12 systems.”). Ponda Boba is the 
unfortunate creature who loses his arm to Obi-Wan’s 
slashing Lightsaber. It’s said he’s saving up for a bionic 
replacement. 





Look out for Labria and Ponda Boba likes to jump 
Garindan. They jump out at above you. The prescription? 
you. Shoot Labria to gain a Blaster power! 


Big Heart. 
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HAN SOLO 


Han Solo is an adventurer 
whose colorful past could 
fill several holo disks. 
Born in the Corellian 
System, Solo was 
trained in the 
Imperial Academy, 
but was discharged 
shortly after appoint- 
ment in the Imperial 
Navy. Rumor has it that 
his discharge involved his 
rescuing a Wookiee from 
slavery (by which he has gained a 
life-long companion in Chewbacca the Wookiee). 

Han Solo’s ship, the Millennium Falcon, is a highly 
modified Corellian light freighter that he won from Lando 
Calrissian in a game of sabaac. Though it looks to others 
like a bucket of bolts, the Falcon has been extensively 
modified and is capable of outrunning most pursuers. In 
addition, there are some highly secret (and highly illegal) 
compartments — useful for hiding contraband or for 
avoiding detection by careless boarding parties. 

Han and Chewie are on Tatooine when Luke and 
Obi-Wan come to Mos Eisley in search of a ship to take 
them off planet. As luck would have it (though luck may 
not have been involved at all), Han was available and was 
anxious to be off-world as well. 

Though slow to warm to the task, Han Solo proves to 
be an important ally to Luke and his friends, especially 
when a beautiful princess and a big reward are men- 
tioned. 
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THERMAL DETONATOR 





The next time you 
defeat Labria, he leaves 
you a Big Heart anda 
Blaster Power-Up! 
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When Sivrak tries his spin attack, he winds up before spinning. 
When you see him getting ready, Superjump over him. 


LABRIA 


Labria is a Devaronian booze 
hound and information peddler 
who hangs out at the Cantina in 
Mos Eisley. His reputation is 


pretty low, and, by all reports, so 
are his funds. He’s been feeding 
false information about Jabba the 
Hutt to Garindan, and people are 
saying that Garindan is consider- 
ing blasting off Labria’s horns. 
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Meet more Garindans and Labrias. 





The last Sivrak at the bar leaves a Blaster Power-Up. 


122 = Tatooine II (co 


GREEDO 


Greedo is just a dumb Rodian 
bounty hunter who tries to 
mess with Han Solo. His 
attacks are a nuisance, but 
he’s easily dispatched with 
the Lightsaber or a good 
Blaster shot in the face. 


BREEDO 


Breedo seems to be Greedo’s blue cousin. 





It seems as if you've 
taken care of most of the enemies ... 


... or maybe 
they’re just keep- 
ing their distance 
from the Kalhar 
Boss Monster! 





FIGRIN DA’N 


Figrin Da’n is the leader of 
the musical group that plays 
regularly in the Mos Eisley 
Cantina. He is a member of 
the Bith species — natural- 
born musicians. Figrin Da’n 
keeps himself alive through 
his music, but being a very 
heavy gambler, it is 
rumored that he has other 
sources of income. Cer- 
tainly, to get any informa- 
tion out of him, you need to 
come up with sufficient 
credits. Figrin Da’n is com- 
pletely disinterested in politics, however, and takes no 
sides between the Empire and the Rebel Alliance. 
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Look out for this monster’s long-range attacks. Start 
shooting as soon as you see his health bar on the 
screen. When he starts forward, jump at him quickly 
and keep shooting. Without a pretty hefty Blaster, 
this guy’s hard to defeat. Luckily, there are several 
Blaster Power-Ups in the Cantina. 


KALHAR BOSS MONSTER 


First seen in Star Wars: A New Hope, the Kalhar Boss 


Monster was a creature from the chess set Chewbacca 
and R2 are using. Apparently this chess piece was based 
on a real creature who happens to appear in the Cantina 
in Mos Eisley. 
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GARINDAN 


Garindan is a Kubaz 
originally from 
Kubindi. Traditionally, 
the Kubaz evolved into 
insect farmers, and, 
strangely enough, 
Kubaz chefs have 
become quite popular 
on many Imperial out- 
posts. Garindan, how- 
ever, has taken to 
spying for the Empire 
and has earned the nickname “Long Snoot.” It is 
Garindan who reveals the whereabouts of Luke and his 
friends as they escape from Mos Eisley. 








After Obi-Wan cuts off Ponda Boba’s arm with his Light- 
saber and Han shoots Greedo, things get too hot at the 
Cantina. The newly formed group splits up and heads for 
the hangar bay where the Millennium Falcon is berthed. 
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Escape 
from 
Mos 
Eisley 








Unfortunately, Garindan, the Imperial spy, is watching and 
keeps the Stormtroopers informed of our heroes’ where- 
abouts. 
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ESCAPE FROM MOS EISLEY 


Get to the Millennium Falcon as soon as you can. You'll need 
to get past the Stormtroopers in the town, then negotiate your 
way down to Docking Bay 94. Once you make it into the 
Hangar, you'll need to fight past a lot of automated devices. 


Enemies 





Mos Eisley 


4 Ar @ 


Stormtroopers Tripod Gunners Eyeball Droids 


= 


Jawas Window Snipers 
The Hangar 
es 
Time Grenades Factory Droid Grapplers 


g-y * 


t 
Sandtroopers Ion Trackers Plasma Beams 
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Maintenance 
Droid 








Hover Combat 
Carrier 


¢ Getting through the first stage of this level is a lot like 
your first taste of Mos Eisley — maybe harder. 

e In the second stage, try to shoot the Time Grenades from 
a distance so they don’t blow shrapnel all over you. 

e You can slide under some Grapplers, but shooting them 
is the safest course. 

e When you're ona slope and going past a Plasma Beam, 
use the Left button to lower the screen. Once the beam 
emitter is off the screen, it won’t activate. 

¢ When you shoot the Factory Droids, they will smoke for 
a moment, then explode. Keep your distance. If you’re 
short on Health, they leave Small Hearts after exploding. 
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Not surprisingly, leaving Mos Eisley is pretty much the same as 
getting there—at first! 





| RUMRERERAI IIS 0.95 
tall Level 9 Escape from Mos Eisley 131 








a 


ar rid 


9 


s m= 
“a 

















The old building finally gives up 
some helpful items. Shoot the 
Stormtrooper just before the 
building to get a Big Heart. 
Then find a Blaster Power-Up 
under a rock to the right. Up 
above is another Big Heart. 
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When you get to the space port, you'll have to fight the 
Maintenance Droid before entering. 











Stay below the Maintenance Droid, crouch 
and shoot off its arms. When it turns into a 
dual drill press, shoot from the side, or stay 
between the drills and shoot straight up! 
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Descent into 
Docking Bay 94 
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A. Find a Big Heart 
under a container 
on the ledge. 








B. Here’s 
another Big 
Heart under a 
container. 















C. Shoot the Grappler 
before it gets you. 
Keep jumping back up 
so you don’t slide into 
it. Grapplers do a lot 
of damage. 


UAB hep 
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D. Shoot the Factory Droid. It 
will take several hits. Look out, 
though. After you blast the 
droid, it blows up a few 
moments later. It’s worth the 
effort, though. You get a Big 
Heart and a Blaster Power-Up! 








Stay alert! There are Time Grenades everywhere. When you 
get near them, and they start to glow—look out! The shrapnel 
will hurt you. Try shooting the Time Grenades from a distance 
to avoid taking damage. 
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These Plasma Beams can be 
murder. Don’t walk (or slide) 
into one when it’s activated. 








E. Here’s another Big 
Heart. But don’t get 
Grappled! 

















Be careful where you 
jump. You don’t want to 
fall into a Plasma Pit! 





F. There’s another 
Blaster Power-Up 
on the ledge. 
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THE MILLENNIUM FALCON 


Han Solo’s ship, the Millennium Falcon, is a lot 
faster than it looks. This extensively modified Corellian 
light freighter is one of Han’s most constant projects. 
Always adding to it, adjusting, and redesigning, the 
Falcon has a lot of surprises for anyone who chases it 
or who boards it. 

Unfortunately, due to all the modifications, the 
Falcon sometimes acts up. Han and Chewie keep it 
running through their constant attention. If an electri- 
cal probe won't get the thing started, maybe a good 
smack from Han’s fist will do the job. Very scientific! 
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Docking Bay 94 
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G. Find a Big 
Heart on the ledge 
to the upper left ... 





H. ... and another 
on a ledge in the 
upper right. 














I. Shoot the barrel and a 
Blaster Power-Up appears. 
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Find the Blaster 
Power-Up under 
the container. 








One more Big 
Heart to go. You’re 
almost there! 
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Meet the Hover Combat 
Carrier, a nasty Imperial 
weapon if ever there was 
one! Slide or run under 
the Carrier. 





SP Lit 





Shoot the belly gun first. Avoid the jets. 
It’s much safer if you crouch first, 
though! 


AO ase 
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... then the other. 
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Get the 
rear gun ... 








... and then the 
one in front. 





Now just blast away 
and turn the rest of 
the Hover Combat 
Carrier into so much 
Imperial wreckage! 
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HOVER COMBAT CARRIER 


The Hover Combat Carrier is a bulky, but well-armed 
vehicle used by some Imperial Troopers to keep people in 
line. It has guns in the front, back, and belly—all con- 


trolled by the gunner in the front while the pilot sits in the 
center of the vehicle. In addition to the guns, two jet ports 
squirt deadly flames. You must shoot the belly gun and the 
two jet ports from underneath, then finish off the front 
and rear guns. Finally, finish off the defenseless shell. 

















After leaving Tatooine, Luke studies the ways of the Jedi 
with Obi-Wan while Han pilots them toward Alderaan, 
Princess Leia’s home planet. When they come out of 
hyperspace, they find themselves in what looks like an 
asteroid field. But there shouldn’t be an asteroid field there, 
and in fact, it is the remains of Alderaan, destroyed by the 
Death Star as punishment for its people’s complicity in the 
plots against the Emperor. 
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Han spots a short-range TIE fighter and chases it toward a 
small moon. Too late, he realizes that the moon is, in fact, 
the Death Star. Caught in the Death Star’s powerful 
Tractor Beam, the Millennium Falcon is dragged into the 
hangar bay. Our heroes are able to hide from the Imperial 
troops in one of the Falcon’s many secret compartments. 
Soon, they are on their way to rescue the Princess. 
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DEATH STAR BAY 


In the Death Star Hangar, you should play the Han role. His 
Blaster begins at a higher power, and his agility will come in 
handy as you dodge TIE Fighters and jump from platform to 
platform. 


Enemies 
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Mouse Droids Eyeball Droids TIE Fighters 


me s ) ee 


Stormtroopers Spidertaurs Buggy Droids 








Ground Level Automated Defense Droid Systems 
(GLADDS)—otherwise known as Periscope Droids). 
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Boss 








Imperial Defense Droid 


Tips 
RE Ee ST IRE EE ee 

* On this level, you have to avoid falling (or being pushed) 
into pits while you try to avoid launching TIE fighters and 
other enemies. 

* Kill the Mouse Droids as soon as you can to avoid being 
pushed into a pit or into another enemy. 

* To avoid the TIE Fighters, you'll have to figure out their 
rhythm. Use your Superjump or duck and roll under them. 
dust be careful not to roll into a pit! 

* Be sure to pick up the Blaster Power-Ups. You'll need all 
the power you can get at the end. 

* Spidertaurs leave Big Hearts. 
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Hearts, and Thermal Detonators. 


There's even an Extra Life on 
one of the platforms. Pe 


If you keep your eyes open, you'll spot 
several items like Blaster Power-Ups, Big - 
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When the TIE 
fighters fly by, use 
your Superjump, 
or roll under 
them. 
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Don’t miss this 
Big Heart! 





THE PLANET ALDERAAN 


Alderaan was one of the planets practically decimated 
by the violence that swept through the Galaxy during 
the Clone Wars. Its leader, Viceroy Bail Organa, 
returned from the Wars to promote a peaceful transi- 


tion to citizenship in the Republic. Advocating non- 
violence and the abolition of weapons, he soon turned 
Alderaan into a model for restoration, peace, and 
freedom. Alderaan had become the symbol of the 
Rebellion against the tyrannical Empire until its brutal 
and complete destruction by Grand Moff Tarkin and 
his Death Star. 





154 Death Star — eae 


Uilii Mihi 
uly) | 





Shoot the ¥ 


Spidertaur to 
gain a Big Heart. 







You'll have to 
shoot it a lot of 
times, though. 
Spidertaurs are 
especially tough. 
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Here’s another 
Big Heart you'll 
want to grab. 
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One of the 
Spidertaurs leaves 
a Big Heart anda 
Blaster Power-Up. 
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Up ahead, you 
can get another 
Big Heart and 
another Blaster 
Power-Up. 
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Look out for the 
, Periscope Droid! 
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a 





GRAND MOFF TARKIN 


Grand Moff Tarkin began as 
a warship captain, but 
after causing a notori- 
ous, and brutal, inci- 
dent at Ghorman, he 
rose rapidly through 
the ranks. He is gen- 
erally given credit for 
engineering the 
Empire’s policy of 
“rule by fear” (some- 
times called Tarkin’s 
Doctrine), and is in charge 
of the construction of the Death 
Star—his pet project. Although Tarkin ordered the 
destruction of the peaceful planet Alderaan, he was just 
following the wishes of Darth Vader and the Emperor. 
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To defeat the Imperial 
Defense Droid, wait 
until it jumps, then 
roll (or slide) under it. 
Crouch and shoot it 
from the back. Watch 
out for the guided 

= missiles. 

TT DEFENSE DROID 





With a powered-up 
Blaster, you can 
destroy it before it 
does you in. With a 
weak Blaster, well, 
you're on your own! 





IMPERIAL DEFENSE DROID 


This giant mechanical attack droid is nearly invulnera- 
ble. It attacks with guided missiles and a crushing jump 
attack. Its only moment of weakness occurs when it 


shoots its guided missiles. Then, and only then, is it 
susceptible to Blaster fire. It is recommended that you 
attack with a highly charged Blaster, preferably at the 
Plasma level! 








S ccusnex in the vast corridors of the Death Star is the 
cell where Princess Leia is being held. Find your way from 
one level to another until you find Leia in cell block 1138. 
Be careful. The defenses of the Death Star are out to get 
you! 
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Rescue 
of the 
Princess 
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RESCUE THE PRINCESS 


As you make your way through the hallways and towers of the 
Death Star searching for the Princess, there are a few Blaster 
Power-Ups to be found along the way, and one secret room 
that’s well worth finding! 





Enemies 
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Mouse Droids Saucer Droids Torture Droids 
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Stormtroopers Spidertaurs Spider Droids 
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Buggy Droids 
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Boss 





Detention Guard Boss 


Tips 


¢ Don’t bother shooting at the Saucer Droids. They don’t 
give any items. Just keep going past them. 


e Shoot the Laser Turrets along the walls. If you don’t, 
they'll shoot you and do plenty of damage. 


¢ Before you try to get through a Crusher Door, make sure 
there are no Mouse Droids around to push you in before 
you're ready. When you are ready, run and jump 
through, or slide/roll into the middle, then jump out the 
other side. Two of the Crusher Doors have Blaster 
Power-Ups. You'll have to jump quickly in the middle to 
get them. If you’re not quick enough, you'll be dead! 
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Secret Room 








Look for Blaster Power-Ups 
under crushers, but don’t 
stand around admiring them! 
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Don’t miss the secret room 
in the third elevator shaft! 
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One last corridor to go, and then ... 








Stay out of the way of the plasma 
beam. Don’t let the Detention Guard 
get a bead on you. 
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... the Detention Guard Boss! 








Fire at angles and stay low! 
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If you need Health, or even some Power-Up 
items, you can shoot the Stormtroopers that 
emerge from the machine. 








Once you've destroyed the main unit, a 
smaller attack pod will remain. It moves 
and shoots fast, but it isn’t very sturdy. 
A few good hits with a powered-up 
Blaster should do the trick. 
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PRINCESS LEIA 


Princess Leia Organa is the 
youngest person ever 
elected to the senate 
of the old Republic, 
before the 
Emperor took 
over. Her father, 
Bail Organa, one 
of the architects 
of the Rebel 
Alliance, died 
when Alderaan 
was destroyed by 
the Death Star. 
Princess Leia 
fights on, now a fugi- 
tive from the Empire. 
After she is captured by 
Darth Vader in his Star Destroyer, Leia is transferred to 
the Death Star, where she is forced to witness the 
destruction of her home planet as an example of the 
Death Star’s awesome power. 











Betore they can leave the Death Star, the companions 
must find a way to disable the powerful Tractor Beam. The 
way to the Tractor Beam Power Level is up. Jump from 
platform to platform and shoot any enemies who stand in 
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Tractor 
Beam 
Core 





your way. When you get to the top, shoot the guardians 
there and then destroy the Tractor Beam. It’s a simple, but 
effective way to get rid of this obstacle. 
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TRACTOR BEAM CORE 


Destroy the Tractor Beam Power Level so the Millennium 
Falcon can escape the Death Star. You'll have to get to the top 
to complete this task. 


Enemies 
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Spidertaurs 
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Stormtroopers Tripod Gunners 
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Boss 
Tractor 
Beam 
Power 
Level 
Tips 


e Use Chewbacca as your character. You'll need his longer 
health bar. Chewbacca can also jump higher than Luke or 
Han. 


¢ Shoot the lasers before they can get you. Ride on the plat- 
forms and shoot straight up and at angles to get rid of all 
the Laser Turrets. Try different positions if you can’t hit 
the lasers. If you get your hands on a Thermal Detonator, 
use it to clear the screen of enemies and lasers alike. 

e Jump carefully. If you happen to miss a platform, angle to 
the nearest edge to land on one of the side platforms. You 
don’t want to fall all the way to the bottom! 
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Get good items from the 
Tripod Gunners ... 





Level 12 Tractor Beam Core 


Here was one Big-Hearted 
Tripod Gunner. 


If there doesn’t seem to be a platform 
going up, be patient. Sometimes you 
have to wait for good things to come. 
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Finally, get into position and blast 
away to destroy the Tractor Beam. If 
you crouch directly under the beam 
and look up, you should have no 
trouble. 
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LEAVING THE DEATH STAR 
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Luke and Leia are trapped by Stormtroopers. 


It’s a long drop, but Luke and Leia swing across the gap. 
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Obi-Wan Kenobi disables the Tractor Beam. 


In the movie, Star Wars: A New Hope, Obi-Wan 
Kenobi disables the Tractor Beam and allows Luke and 
his companions to escape the Death Star. However, 
you'll have to take a more destructive approach. The 
Tractor Beam Power Level shoots out balls of radioac- 
tive energy, but these can be vaporized by accurate 
shooting from your Blaster. 

The Tractor Beam Power Level is vulnerable to 
Blaster fire from just about any position, but dead center 
below the thing is the most effective location. 
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After the Tractor Beam is released, Obi-Wan meets his 
former pupil, Darth Vader. In a fight between Jedi 
Masters, it appears as if Obi-Wan is defeated. But is he? 
“You can’t win, Darth,” he tells Vader before the final 
blow is struck. “If you strike me down, I shall become 
more powerful than you can possibly imagine.” 

Of course, while fighting Vader, Obi-Wan is able to 
use the Force to direct the Stormtroopers away from 
the Millennium Falcon. His diversion allows Luke, 
Leia, Han, Chewie, R2-D2, and C-3PO to escape. 

The heroes fly on to Yavin, where the Rebels have a 
secret base. But it’s not so secret anymore. The Death 
Star is hot on their trail! 


Obi-Wan faces his former student. 
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DARTH VADER 


Darth Vader was once a pupil of Obi-Wan Kenobi. A 
promising Jedi knight, Vader was seduced by the “easy” 
road of the Dark Side. He challenged his master and was left 
for dead when his challenge failed. Though severely disfig- 
ured, Vader survived. He has taken to wearing a startling 
outfit that helps him breathe, but also instills fear in all who 
see him. It is rumored that he has grown very strong in the 
Dark Side of the Force and that he is the Emperor’s main 
hatchet man. 








Darth Vader and Obi-Wan Kenobi—two sides of the Force. 
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Darth Vader shows very little patience 
with people who get in his way. 











Here Darth threatens Princess Leia. 


























































































































Wren they reach the Rebel Base on Yavin, Luke joins 
the Alliance and becomes an X-wing pilot. There’s no 
time for training or celebration, though. The Death Star is 
coming! The only hope the Rebels have is to attack the 
massive weapon with their puny fighters, hoping to come 
in under its defenses and hit it in the one vulnerable spot 
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Star 
Attack 





their computer analysis shows them, the exhaust port. 

Luke suits up and takes off with Red Squadron. In his 
X-wing fighter, he must avoid the TIE fighters and the 
many gun towers until he finds the narrow trench that will 
lead him to his target. 
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DEATH STAR SURFACE 


Fly your X-wing fighter across the surface of the Death Star and 
take out 20 TIE fighters and 20 towers. The trench is just ahead! 


Enemies 
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TIE Fighters 


Tips 
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¢ The best way to succeed in this level is to sweep side to 
side with the Fire Y button down! Try not to turn all the 
way to the limit of your turning ability. Leave some room 
to maneuver in case a tower suddenly appears in front of 
you. Hit a tower; lose a Life! 


e Stay low. Flying up and down does no good. Keep sweep- 
ing slowly back and forth, avoiding enemies and towers if 
necessary. Once you get the knack, it becomes pretty 
easy, but it’s not a bad idea to enter this level with a few 
Extra Lives! 
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Don't fly straight 
into trouble. 





Keep turning. This 
will be a close one! 











Hit 20 TIE 
fighters ... 


... and 20 towers 
to make it to the 
Death Star trench. 
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X-wing 


The X-wing fighter is the most versatile and well-balanced of the 
Rebel fighters. Its combination of speed, maneuverability, and 
firepower makes it an ideal attack craft for dogfighting TIE fight- 
ers or for fast-paced torpedo runs against larger targets. Imperial 
pilots have reason to be concerned about the emergence of the 
X-wing after the defection of the senior design team at Incom 
who now oversee the production of these Rebel craft. 

The Alliance has had to work hard to scrape together the 
materiel necessary to produce these sophisticated spacecraft, 
particularly the rare alloys and advanced control systems integral 
to their construction. 

Imperial losses to the X-wing continue to mount as that craft 
has become more numerous. 

One significant advantage of the X-wing is its ability to travel 
through hyperspace. With an R2 droid unit mounted behind the 
pilot, the X-wing is able to make jumps into Imperial space, carry 
out its mission, and jump back out without fear of being followed 
by Imperial fighters, which lack hyperspace capabilities. 





1. Sensor Systems 5. SFoil Wing 

2. Proton Torpedo Launchers 6. Shield Projector 

3. Fusial Thrust Engine Assembly 7. R2 Unit 

4. Laser Cannon 8. Thrustor Control Jets (trailing edge of wing) 


me 
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The newest versions of the TIE fighter are more than a 
match for the X-wing in speed and maneuverability, and they 
generally outnumber the Rebels when they meet. Both sides lack 
highly trained pilots, but the attrition rate on TIE pilots, who fly 
in unshielded craft, is enormous. Many replacement TIE pilots 
are ill-trained and it is these pilots who most frequently fail when 
confronted by Rebel X-wings. 


Name/Model# 


Designer/Manufacturer: 


Combat Designation: 
Crew: 
Power System: 


Propulsion System: 


Speed Rating: 
Flight Control System: 


Maneuverability Rating: 


Navigation: 
Hyperdrive: 
Sensor Systems: 


Targeting Computer: 


Weapons: 


Shields/Armor: 


Special Design Features: 


Specifications 


T-65C A2 X-wing 

Incom 

Space Superiority Fighter 

1 pilot plus 1 Astromech Droid 

Novaldex 04-Z cryogenic power cells and 
ionization reactor 

Four Incom 4j.4 fusial thrust engines (rated at 
300 KTU) 

100 MGLT 

Torplex Rq8.Y flight control avionics package 
75 DPF 

Astromech droid, usually R2 unit 

Incom GBk-585 motivator drive unit 
Fabritech ANS-Sd unit with a long range 
Phased Tachyon Detection. 

Array model# PA-9r and one short range 
Primary Threat Analysis Grid model# PG-7u 
Fabritech ANq 3.6 tracking computer and IN- 
344-B “Sightline” holographic imaging system 
Four Taim & Bak IX4 Laser Cannons (single 
fire or fire-linked) 

Two Krupx MG7 Proton Torpedo Launchers 
(3 torpedoes each) 

Forward/Rear Projecting Chempat Shields 
(rated at 50 SBD) 

Titanium Alloy Hull (rated at 20 RU) 

S Foil Wings, adjustable for atmospheric flight 
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TIE Starfighter 


The backbone of the Imperial Starfighter fleet is the TIE 
Starfighter. This versatile craft performs all operations, including 
fleet escort, reconnaissance, space patrol, planetary guard, and 
hunter/destroyer. Pilots of the TIE Starfighter enjoy a speed and 
maneuverability advantage over almost any spacecraft currently 
in operation, although recent advances by the Rebels have 
brought them close, or even superior to, the TIE. 

The TIE Starfighter matches well with the Rebel X-wing and 
shows some superiority to the Y-wing. However, Rebel starfight- 
ers support more weaponry and have deflector shields, making 
them dangerous foes in one-on-one combat. TIEs generally 
enjoy superiority of numbers, so the odds are almost never in the 
Rebels’ favor. 


ee 


Name/Model# 


Designer/Manufacturer: 


Combat Designation: 
Crew: 

Power System: 
Propulsion System: 
Speed Rating: 

Flight Control System: 


Maneuverability Rating: 


Navigation: 
Hyperdrive: 
Weapons: 


Shields/Armor: 
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Specifications 


TIE Starfighter 

Sienar Fleet Systems 

Space Superiority Fighter 

1 pilot 

SFS I-a2b solar ionization reactor 
SFS P-s4 Twin ion engines (rated at 150 KTU) 
100 MGLT 

SFS F-s3.2 flight avionics system 
100 DPF 

SFS N-s6 Navcon computer system 
none 


Two SFS L-s1 Laser Cannons (single or fire- 
linked) 

No shields; Titanium hull with Quadanium® 
Steel armored Solar 

Panels (rated 15 RU) 





La finally makes it into the narrow, heavily defended trench. 
It’s like flying through Beggar’s Canyon on Tatooine, and, if it 
weren’t for all those lasers and TIE fighters, it would be easy. 
Unfortunately, Luke has all he can handle. 

With the help of the other pilots in his squadron, Luke 
makes it almost to the target—the exhaust port. But then Darth 
Vader shows up in his modified TIE fighter. Things look pretty 
bad for Luke, but then Han Solo flies up behind Vader in the 
Millennium Falcon and hits Darth’s wingman. The wingman’s 
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TIE fighter destructs, knocking Vader out of control. 

The way is clear now, but, as Han says, it’s one shot in a mil- 
lion. Struggling with an awkward targeting computer, Luke hears 
Obi-Wan’s voice, “Use the Force, Luke.” Was it really Obi-Wan? 
Not even Luke knows for sure, but he takes the advice and relies 
on his mysterious and growing power to place his proton torpe- 
does directly into the Death Star’s port. 

The resulting explosion destroys the Death Star and its cre- 
ator, Tarkin. Yavin is saved, and the Rebels fight on. 
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TRENCH BATTLE 


Now it’s your turn to fly down the deadly Death Star trench. Can 
you avoid the laser defenses, take on Darth Vader, and place your 
torpedoes right down the pipe? Here’s your chance to find out. 


Enemies 
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TIE Fighters Death Star Lasers 





Darth Vader's modified TIE fighter 
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Tips 





The real danger is from the laser shots. Shoot them. You 
should only have to shoot the TIE fighters to clear your 
vision so you can see the oncoming lasers. 


When you see Darth’s fighter, blast away. Keep firing and 
blocking any incoming laser fire. Shoot quickly. 


Once you get past Darth, watch the counter. When it 
reaches zero, fire your proton torpedoes (Right and Left 
buttons). If the Force is with you, you'll see the torpedoes 
do their thing. If not, you'll return to the Death Star Attack 
level and have to do this all over again. Be thankful. If 
Luke had missed, there probably wouldn’t have been a 
second chance! 





Imperial TIE pilot 
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Center the laser 
balls in your tar- 
get box ... 


... and fire! 
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Shoot the laser blasts. 
Don’t worry about the TIEs. 





Shoot Darth Vader's fighter 
as fast as you can. 
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When the counter 
reaches zero, fire 
torpedoes! 








This is what 
you're aiming for. 
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AND REMEMBER! 
THE FORCE WILL BE WITH YOU 
ALWAYS! 
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Super Star Wars Secret Codes 
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There are several secret codes you can enter to make game play 
easier. Be warned that some of these codes can ruin the chal- 
lenge of the game, and should only be used if you are desperate, 
or if you've already beaten the game. 

To implement these codes, you need to start at the 
Start/Option screen. Press the buttons of the code quickly, but 
firmly. If the code works, you will hear a sound like a Jawa. 
When you press Start, the game should begin with the code 
implemented. 

These codes will not work every time you try to enter them. 
So be patient. They do work. If they don’t seem to be working, 
turn off your Super Nintendo Entertainment System (turn off the 
power) and wait a minute or so. Then try again. Remember to 
enter the codes from the Start/Option screen, before the self- 
running demos begin. 





If You Use the God Power Code 


Once you are in the game, press L and R on Controller #2 to 
enter the Debug menu. If you press Start on Controller #2, you 
will automatically skip to the end of the level. 
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Using the God Power 
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If you use the Debug menu, which was in place to help the pro- 
grammers and testers of the game, you will have virtually unlim- 
ited power over the game. You can select any level, and often 
the sub-stages of the level. You can also select a character, his 
Health level, number of Lives (up to 99), and the level of the 
Blaster he carries. 

If you reenter the Debug Menu screen while playing a level 
and immediately press Start again (on Controller #1), you will 
start from your last location (with full health bar and a Thermal 
Detonator to get you started). You can also change your Blaster 
level without losing your place. But if you change too many 
things, you'll start at the beginning of the level again. For 
instance, if you change the number of Lives, actor, or the Health 
level (which you don’t need to do anyway), you'll go back to the 
beginning. 
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If you should lose a Life during play, you'll automatically start 
again from the last place you entered the Debug menu. This is 
handy if you’re practicing beating a boss character. If you enter 
the Debug menu near the boss, then immediately return to the 
game, you'll start from there again if you die fighting the boss. 
You can even return to the Debug menu screen, select the 
Plasma Blaster, and return without losing your place. 
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TurboGrafx-16 and TurboExpress Secrets, 
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Star Wars? for the Nintendo® 

Man the gunnery of the Millennium 
Falcon, rescue Princess Leia and pilot 
your very own X-wing down the 
trenches of the Death Star in this 
action-packed adventure based on the 
first Star Wars movie. 


The Empires Strikes Back® for the 
Nintendo Fight your way past Imperi- 
al walkers, train with Yoda and face 
Darth Vader in a fight that requires 
skill, courage, and your quickest 
reflexes. 


Super Star Wars for the Super 
Nintendo? Rip through the desert in 
Luke’s landspeeder and clash with 
Imperial Forces in this all new 
action/adventure game, complete with 
3-D graphics and movie sound effects. 


X-Wing for the IBM® PC and 100% 
compatibles Pilot an X-wing, A-wing 
or Y-wing in over 50 missions against 
the Empire. Watch full screen cine- 
matic sequences and hear sound 
effects and dialogue from the original 
movies. Limited game editions come 
with a free, photo-packed 96 page 
companion book with technical ship 
details and an original Star Wars 


story. 


Coming Soon. Super 

Empire for the Pl 

Super Nintendo 

A sequel to Super Star Wars, Super 
Empire will challenge your skill and 
agility as you outfight and outmaneu- 
ver aliens, stormtroopers, Imperial 
walkers and more. 

Available summer of 1993. 


Coming Soon. Rebel Assault for the 
IBM CD-ROM and Sega CD 

Dodge asteroids, maneuver through 
Beggar’s canyon, and ward off enemy 
starfighters in this action packed 
actior/arcade game. This is the first 
LucasArts game to feature full motion 
video from the Star Wars movie and 
digitized speech throughout. 
Available fall of 1993. 


* 
Visit your local retailer or call 


1-800-STARWARS 


to buy or reserve your game today! 


Star Wars and The Empire Strikes Back are registered 
trademarks of Lucasfilm Ltd. Used under authorization. 

The games mentioned above are trademarks of LucasArts 
Entertainment Company. Nintendo and Super Nintendo are 
registered trademarks of Nintendo of America Inc. IBM is a 
registered trademark of Intemational Business Machines, Inc. 














US. $12.95 Video Game/Action Adventure 
U.K. £11.95 Net 


With This Book, the Force /s with You! 





Super Star Wars Official Game Secrets is your complete guide to LucasArts Entertainment's mega-hit 
game for the Super Nintendo Entertainment System. Join Luke Skywalker, Han Solo, Chewbacca the 
Wookiee, Princess Leia, R2-D2, and C-3P0 in their battle against Darth Vader and the evil empire! 

The only strategy guide to Super Star Wars officially endorsed by LucasArts, this essential companion 
is jam-packed with insider secrets. Here's what you'll find inside: 

vv Exclusive tips and codes direct from the game experts at LucasArts 

vv One-of-a-kind full screen composite maps of every platform level 

¥ Special screen images of specific strategies and action 

-y Biographies, background, and little-known facts about the Star Wars characters, creatures, and events 
¥ Photos and original artwork from the Star Wars movies 


Super Star Wars Official Game Secrets is a must-have for gamers and Star Wars collectors alike! 


Star WARS PHOTOS AND 
ORIGINAL ARTWORK INSIDE! 


Rusel DeMaria is creative director of Prima’s Secrets of the Games series and author of several best-selling 
computer and video game hint books, including The Official Lucasfilm Games Air Combat Strategies Book 
(Prima). 


ISBN 1-55958-405-x 


Secrets of the Games 0 86874"00405"" 4 


An imprint of Prima Publishing 
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